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Nintendo GameCube?” is here. Are you ready to be inspired? Unlock the mysteries of 
Nintendo GameCube and discover all the new worlds and deeper levels of play with the 
source - Nintendo Power®. Nintendo GameCube is the ultimate system, and Nintendo 
Power is the ultimate guide with everything you need to succeed! 

PLUS, GET YOUR CHOICE OF FREE PLAYER'S GUIDES! 

Get ready for the cube with a full gear of tips and tricks, secret maps and 
moves* reviews and previews- we'll give you your choice of 
Nintendo GameCube players guides* FREE!* Choose from: 

■ Luigi's Mansion ™ Player's Guide 

■ Wave Pace ® Blue Storm Player's Guide 
Star Wats^Rogue Squadron^lPRogueLeader™ Player's Guide 

MPikmiri" Player's Guide 

Be the first on your block to conquer Nintendo GameCube with all the 
valuable inside info you'll get every month in Nintendo Power. Plus, you'll get 
subscriber-only perks like the huge January Bonus Issue, contests posters 
and more! That's an amazing gear of Nintendo Power for just 519.95 U.S. ($2795 CONJ- 
a savings of over 66% off the newsstand cover price. Urder now! 




Get your FREE* Players Guide! Order now at www.nintendo 
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THE WORLD NEEDS A HERO AND THERE IS ONLY ONE MAN FOR THE JOR. 





State-of-the-art Gadgets 


Save The World on Xbox, JMMIMllilfl 
Nintendo Game Cube and PlayStation 3. 


PlayStation®^ 









PlayStation^ 


dozens 
But no 
Pac-Man's 
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HP INQUIRIES 

How can someone get to be on 
the NP Krew? How did you get a 
job that allows you to play video 
games every day? I'm a hard-core 
Nintendo fan. Is that enough? 

Leanne Skillman 
Via the Internet 

What kind of 
there to work at Nintendo Power 
in Redmond? Or maybe to get a 
tour of the place? I think that 
would be awesome if I could 
meet you lucky individuals. 

Captain Howdy 
Via the Internet 
Being a fan of Nintendo’s products 
isn’t quite enough, and a job at Nin¬ 
tendo Power is a job like any 

and specific skills are necessary if 
you want to be part of the Krew. If 
you want to write for NP, get a 
degree in English, Journalism or a 
related discipline. If you want to 
work on the design side, seek a 
degree in Graphic Design or Fine 
Arts. Prior experience at a 
newspaper, magazine or other pub¬ 
lication also looks good on your 

more elusive than jobs at Nintendo! 
Nintendo of America doesn't give 
tours to the public. Contest winners 
get to meet members of the NP 
Krew, however, and participants in 
nintendo.com’s Camp Hyrule have 
a chance to chat with NP’s writers 


Hey NP! I was just wondering, 
do you guys ever get to meet with 
or talk to Shigeru Miyamoto? 

Jessica Elliott 
Redjield, AR 
Most of the NPKrew have met or 
worked with Mr. Miyamoto at one 

Senior Editor Jason Leung worked 
closely with Mr. Miyamoto when he 
was in Japan writing the English 
text for the U.S. version of The Leg¬ 
end ofZelda:Majora’sMask. 


Alanna Cervenak 
Via the Internet 
Yes, the writers most definitely play 
the games before they write the arti¬ 
cles. Trust us—it would be nearly 

write a strategy review. 

I've been really curious about 
something. Do you have to send 
letter in the envelope if you're 
irt to the magazine? 
Christina Marquess 

No, you don’t, actually. We get 
just have art you’d like to share, 

You guys start writing each issue 
two months in advance? That’s 
interesting. How far in advance 
do you start printing each issue? 
Because it seems that the major- 


LETTER OF THE MOUTH 








I find . 


;e things 


Other times, I find info in your 
magazine first—the High Heat 
MLB 2003 announcement 
comes to mind. So what gives? 
Do you guys get info way before 
Internet sites? 

Nathan F 


te is at the printer 




m in the 
magazine is finalized about a 
month before it hits the stands. We 
are a part of Nintendo of America, 


the new, improved Classified Infor¬ 
mation, which now features strate¬ 
gies and tips as well as codes. 

I’ve noticed in the masthead 
some credits about V-Design 
Inc. What is it, and what 
does it have to do with Nin¬ 
tendo Power? 

Sputuf 
Via the Internet 
V-Design does the layouts and the 


Nintendo Power and many ofNP’s 
Players Guides. The hardworking 
V-Designers play the games to fig- 


and stuff like that Our writers also 
play the games, and when the lay- 
• re fit the 


Hi! I was always wondering 
what a typical day at Nin¬ 
tendo would be for you guys. I 



Originality, style, color, 
and design are all important Of 
course, on April 1, all that goes out 
the window. Check out page 111 for 


What happened to Counselors’ 
Comer? I liked it, as it was 
very helpful. 

Michael Pennella 
Viati 

Counselors’ Comer mt 


uate degrees. They include Com¬ 
munications/Advertising English, 
Creative Writing Political Science 
and Theater among otheres. Some 
of the Krew had double majors 
such as English and Math or Eng¬ 
lish and Anthropology, too. 

NP REQUESTS 

I totally love your magazine! 
The only thing the magazine is 
missing that will make it perfect 
are “behind the scenes” articles. 
The only article like that I can 
remember was the one on The 
Legend of Zelda: Majora’s Mask 
in issue 136. Those kinds of arti¬ 
cles will hook readers who are 
into the "guts" of the game. 

Darcie Banfield 
Georgetown, KY 

Has Nintendo Power thought 
of making a quiz about Nin- 

issues, and Nintendo facts? 

Danny Butler 
New Orleans, LA 


Andrew Hurley 
Via the Internet 

We do all soi 

meetings, read e- 
mail eat lunch — it’s just like a nor¬ 
mal office, except for the video 
games and the incredible amount 
of happy, fim times. Flip to page uo 
to see NP at work. 


Eelyzzs 
Via the Internet 
he NP Krew has a wide assort- 
nt of undergraduate and grad- 


views, and best of all, they show 

have a special section where the 
writers will talk amongst them¬ 
selves. I think you guys need 
more articles like those. 


Via the Internet 


HP PRAISE 

I love Nintendo Power’s new 
look. I also like how you guys 
can really have a sense of 


shots. You guys seem like a 
real magazine now, and I'm 
glad I renewed my subscrip¬ 
tion. Keep up the good work! 

Crazyboy 

Via the Internet 

Hey NP! I've gotten Nintendo 
Power since 1999 .1 love every 
issue. At school, Nintendo 
Power is a huge hit. Everybody 
loves it! In our school library, 
there are long waiting lists for 
each issue. A friend of mine just 
got the September 2001 issue 
today. Just thought you’d like to 
know that Nintendo Power 
rocks! It rules! It’s sweet! 

JonMasterson 

I really like the new changes to 
Nintendo Power. A magazine 
would be boring without any 
changes and you guys are doing 
a great job of keeping NP alive! 

Via the Internet 


I’d like t 
the grea 


:ompliment NP on 


while now, but this year defi¬ 
nitely has the best changes 

great work, NP! 

Chris Macheichok 
Via the Internet 
Thanks to everyone who wrote in 
with nice things to say about 
Nintendo Power. We appreciate 
your support. 

APRIL RULES! 

I was just wondering whatever 
happened to Project M? 

Stan Treger 

The study continues to this day — 


'.V&\ 



pear vm 

In Luigi’s diary in Paper Mario, 

saying he could never go into 
a big, scary house with ghosts. 
Is that sort of mentioning 

Eric Michalski 
Via the Internet 


WRITE AWAY RIGHT AWAY 


COPE COP-OUT 

the NPTV Nintendo Personal 
(vol. 153, Power On). I would be 
a great extra to be busted by the 
Code Cop. I will work for 
games, don’t eat much, and am 
looking forward to meeting the 
Code Cop. 

Justin B. 

Via the Internet 
Hey, man, the second someone is 
nuts enough to give us a TV show, 
you’ve hind. 


MAKING THE GRAPE 

Great, I just got a 2.217 GPA on 
my report card. Now, I’m not 
pointing fingers at Nintendo or 
anything, but is there any 
way the Nintendo GameCube 
could do my homework for me 
or something? 

Nintendoholic Dave 
Via the Internet 
No way, dude. You have to do your 

graduate from school and get a 
good job that allows you to buy 
video games. It all comes full cir- 


You betcha. Luigi also mentions 
how he wishes he could be the star 
of a game of his very own, with his 


WHAT'S THE P1FF? 

What exactly is the definition 
of a platform game, and what’s 
the difference between an RPG 


Via the Internet 
A platform game is often a side¬ 
scrolling game and usually con¬ 
tains platforms that the 
characters jump across, up and 
down. The Super Mario Bros. 

that type of game. A role-playing 
game typically features many 
characters, sometimes group 
ed into parties and often accom¬ 
panied by warrior pets. The 
characters and pets usually gain 
abilities and power slowly over 
time and use their abilities in a 
complex, often turn-based battle 
system. Pokemon is a simple 
RPG. Adventure games are more 
about exploring large areas with 
some sort of goal in mind and 
are generally not as complicated 
as RPGs. The Legend of Zelda: 
Ocarina of Time is an adventure 
game. Of course, many games 

than one genre—Super Mario 
64 can be considered both adven¬ 
ture and platform, for example. 


I have absolutely no clue 
where Daisy came from. It’s 
like she just appeared out of 
nowhere but she is still 
extremely talented at party 
games, though I prefer Peach. 
Please enlighten me about her 
origin so I can have a good 
night’s sleep! 

Sayuri-san 
Via the Internet 
Daisy first appeared in Super 
Mario Land for the Game 
Boy, which was released in 1989. 
Since then, she has appeared in 
Mario Tennis 64 and Mario Party 
3. In Super Smash Bros. Melee, 
you can win a trophy ofthe flowery 
princess, and one of Princess 
Peach's alternate costume colors 
makes her resemble Daisy. 


Many games, especially role-playing games, allow you to 
step into characters’ shoes and pretend to be them for a 
while. If you could be any Nintendo video game character, 
who would you be, and why? Would you choose to live the 
luxurious life of Princess Peach? Would you rather jump into 
Mario’s shoes? Perhaps you’d join Team Rocket and try to 
take over Kanto and Johto? Write in and tell us who you’d be! 
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AIM MAW OR MYTH? «♦«««♦ 

Alan’s picture in Vol. 153 sent readers into a tizzy of excitement, wonder and disbelief. 
Your response to the RPG-lovin', game-ratin', Earthbound-art-hoardin’ writer was so over¬ 
whelming, we’ve decided to take a closer look at the enigmatic NP Krewmember. 



SUME TIME 

In Player's Pulse, Vol. 153, 
there are pictures of the game 
raters. While looking at them, 
I thought to myself, “Hmm, 
that Alan looks different 
somehow.” So, after painstak- 

and much, much more, I have 
discovered exactly what that 
difference is. I hate to break it 
to you, but, Alan—you’re a 
Slime. I know its tough to 
hear, but the truth must come 
out. I personally think this 
just goes to prove how con- 
siderate the staff of Nintendo 
Power really is. Keep up the 
good work you guys, and keep 
giving jobs to the lower 
monsters from Dragon War¬ 
rior III. 

Via the Internet 
Hey, can you think of anyone 
more qualified to write Epic Cen- 
ter?Yeah, we couldn’t either, so we 
let him join the Krew. 

SHY GUY 

last NP issue and \ was 



You guys showed 
* at the game 
:rs looked like, 

: Alan, my 
favorite, was just 
a little, blue, 
fuzzy face. Come 
on, I’m a little old 
to believe that. I 
think he is just 
shy, so what’s the 
>ry—is Alan 
shy, or is he 
real? 

gba —fey/e 



Alan responds: Captain Lou 
Albano once tried to eat me on the 
set of “The Super Mario Bros. 
Super Show" and I haven’t been 



ITS AUVEf 

Is Alan the NP Krew member 
a real person that refuses to 

Power, or is he just a doll that 
you pretend is alive? 

Geordan 
Via the Internet 
P.S. If its too big of a secret, I 

It’s no secret—Alan is real, 
baby, and he’s alive and well 
and sorta blue. He works hard, 
does what he's told and doesn’t 
take guff from anyone. As you 
can tell from the photos pepper- 
ing the page, he’s photogenic, 
too. We caught him in action at 
work, at play and hangin’ with 
the fam. All together now: 


***««««* 


PLAYER'S PULSE | 
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= MOST WANTED 


Keep checking www.nintei 
for a chance to vote for your 
favorite Player's Choice and Most 
Wanted titles. 










































































Nintendo Power, and the president 
of Nintendo of America (NOA), 

Tatsumi Kimishima. Mr. Kimishima 
has spent the last several years as 
chief financial officer of The Poke- 
mon Company and president of 
Pokemon USA. He’s had extensive experience in the banking 
industry with Sanwa Bank in Japan, New York, Los Angeles, 
San Francisco, Central America and the Caribbean. When Mr. 
K isn't traveling or battling Pokemon, he likes to golf and play 
tennis, which may explain the sudden appearance of Mario 
Golf and Mario Tennis on the Nintendo GameCube horizon. 

SPIDER-MAN JUST FOR YOU 

One of the biggest cinematic events of the year will herald one 
of the biggest gaming events of the year when Activision's 
Spider-Man is released along 

he film this May. Game I 

’ official | 

: of the Nint 

GameCube version of Spidey. I 
ith,NP will feature an | 

webbed wmJ- MU* ' ' ^ 1 


ACTIVISION REPORTS ON GBA 

Activision’s Minority Report for GBA, based 
Spielberg sci-fi movie, s 
gamers through 10 levels taken 
from the film. In the third- 
person game, players fc 

and solve puzzles. The action 
begins this June. 

BILBO BAGGINS 
MEETS GCN 

the first look at The Hobbit for 
GCN. Bilbo’s third-person 

ers the ring and meets Smaug 
the dragon, is scheduled to be 
released in 2003. 

THE CLONE WARS ARE COMING 

Star Wars : Episode II Attack of the Clones will arrive c 
Boy Advance at the same 
can theaters. Players 



ARE YOU A SPINELESS WORM? 

would be a resounding 



Majesco’s second slither into 
the realm of worm-gaming is 
based on the Super NES title that featured Psy-Crow, Peter 
Puppy, Bob the Goldfish, Princess What’s-Her-Name and Evil 
the Cat. Jim uses blasters, missiles and head whips to worm his 
way through six wacky worlds. 

KASPAROV IN CHECK 

Chess champ Gary Kasparov's 
next move is to challenge you in 
Virtual Kasparov from Titus. 

You’ll also face lesser virtual play¬ 
ers, whom you might actually 
beat. VK has tutorials and more. 
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TITUS ON TOP 

Titus Software has announced that it is developing Top Gun: 
Combat Zones for Nintendo GameCube. The flying game fea¬ 
tures 36 missions in places such as Southeast Asia, the Arctic 
Circle and Miramar in Southern California. Players will fly F-14, 
I F-18 and F-22 jets in low- 

:ourage. You’ll even be 



WHO'S MAKING GAMES? 


Abestd.0.0.—GCN developer 

Appaloosa Interactive Corp.—GCN and GBA developer 
Artech Digital Entertainment — GCN developer 
Digi Guys Limited—GBA developer 
Global Trade Exchange—GBA developer 


Skywalker, Mace Windu 
Obi-Wan Kenobi, due 
with Hghtsabers and racing 
speeders in 12 action levels. 






















BURNOUT 






Burnout. You can drive in the Champi- to-Head Modes. The name is Burnout, but 
onship, Time Attack, Single Race and Head- you won't bum out on the fun. 


FIFA WORLD CUP 2002 KOREA/JAPAN 


JEREMY MCGRATH SUPERCROSS WORLD 


It's World Cup time again, and that means 


the pitch. All the trappings of 
the worlds biggest spor 
event are introduced, right 


iddition. Overall control will 
lave fans weeping for joy. As 

letails like nobody else, and it shows in the Friendly matches (for one- to four-player 
:ase of play and realistic graphics. You’ll matches) and the big event, the World Cup 
:ven find a World Cup documentary with itself in Korea and Japan. It’s one game true 
ddeo interviews. The two modes include soccer fans can’t miss. 


Jeremy McGrath and nine more top racers 
take to the track on Nintendo GameCube 
next month, so Game Watch took a spin to 
check out the action. Players can choose 
from Single Event, Head-to-Head and 
Career Modes. There are races and freestyle 

that earn you a brief speed boost. But mostly 
there’s lots of two-wheelin' with bikes that 
range from 125CC to 400CC. The competition 


Acclaim is back on the road with 
Burnout—an extreme street racer with 
fiery crashes and intense challenges. The 
action takes place on 16 tracks around the 
world, in cities and out in the country. 
There are 300 other vehicles to interact 
with on every course, which means a lot of 
chances to crash. If you do wipe out, you’ll 
see multiple angles of your wreck in instant 
replays. But too much demolition driving 
can waste precious time and make you miss 
a checkpoint. Time is of the essence in 


nintendopower.c 
























































APRIL GALLERY OF GAMES 

There’s nothing foolish about this months 
gallery. The first shots ever of Mario Sun¬ 
shine, Mario Golf and Mario Tennis for 
GCN headline our April gallery of glorious 
screen shots, and that's just to get the ball 
rolling. We’ve got Metroid, Virtua Soccer 
2002, Dragon’s Lair 3D, Downforce and 
LEGO Soccer Mania. Across the page, you'll 
also catch a glimpse of Spider-Man for GBA 
and Rhino Rumble for GBC. All of the games 
are on the way. No fooling. 


Titus's GBA racing game features Indy-style cars 































GAME WATCH 

















POWER DIM / 


Turn an, tune in, geek out 


SCREEN TEST 

What's going on in the silly picture below? 
We've come up with a caption, but if you think 


YOUR 5CREEIY TEST CAPTIONS 



•Celebrity love ne\ 

•And don't let me ever see you with that Daisy again!-o««f»S3! 
•Sometimes girls can pack a powerful punch.-»<wassw59 
•I've saved her a hundred times, and what do I get? -am 
•Do you think he likes me? —Arnarnii Wagmr 
•This is peachy. Just peachy, -enc Lum 
•And that's for forgetting my birthday! —Antrm 
• Wario gave me this lovely box of chocolate 
Why can't you be more like Wario? -a*™ 


ith Mario and Sonic? 


UMSiAWl SMRUSMIH 


MAMTH ARID RDY 

Marth and Roy are two characters from the Fire Emblem series of RPGs, none of which has been 
released in North America. They are both talented swordsmen, but they are not related. RPG fans in 
Japan have been playing Nintendo’s widely respected Fire Emblem games since 1990, when the first 
game in the series hit the Famicom, the Japanese equivalent to the NES. A total of five titles have kept 
the famous saga alive. There are many hard-core fans of the series in Japan, where the games are so 
popular, they have spawned some very successful novels and comics. As often happens in RPG series, 

Emblem game, and was singled out to appear in Super S mash Bros. Melee most likely because of his 
enormous popularity with the fans. Marth is a prince whose father was killed in a rebellion. His mis¬ 
sion is to reclaim his kingdom. Roy appears in Fire Emblem: Sealed Sword for the Game Boy 
Advance, the latest game in the series. Like Marth, he is a hero and a prince. 


MARTH SPEAKS! 


ROY SOUNDS OFF! 
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And, then we are eaten. 
Everyday, we lift, we fight, we multip 

\ You pull us out of the ground. 
We fight a: J 


ask for y, 


You can listen to the song, and sing along, when you 
visit a branch of the Nintendo Co. Ltd. website at 
www.nintendo.co.jp/ngc/gpij/lovesong/index.html. 


ese listeners. The lyrics describe the plight of the Pikmin as they dutifiuUy fo] 
t Olimar, and many of them ate gobbled up by the planet's creatures. 


(!, 


Ai No Uta (Love Song) 





IHUBIMJUimM/m 


Cube?" contest — visionary artist Jeff Bockenhauer created the largest Super Mario ever to grace the drive¬ 
ways of America, and possibly the world. Formed out of halved Super Mario Bros./Duck Hunt cartridges 
collected over the span of eight months, Super Mario was painted in one day with the help of Jeff's neigh¬ 
bor, Jimmy, and constructed following graphs drawn by Jeffs girl¬ 
friend, Aimee. Jeffs dream-inspired project and labor of love didn’t 
win him a Nintendo GameCube, but 
it did earn him a place in Nintendo 
Power history, which makes us teary- 
eyed just thinking about it. 























February marked the 99th Annual International Toy Fair in New York City, and toy manufactur- 

game characters. Check out the gallery of highlights, including JoyRide Studios’ action figures of Luigi, 
Samus and Link. Nintendo Power has been working with 
JoyRide to produce the toys, and the packaging will include 
tips, strategies and Nintendo Power branding. The action 
figures, which will be available later this year, will be priced 
from $9.99 to $12.99 and average around eight inches in 
height. JoyRide also will be producing action figures based 
on Mario Sunshine, Star Fox, Super Monkey Ball, Crazy 
Taxi and other games from Nintendo, Sega and EA. 


mumm 
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POWER ON | 















































CftaSh & Bailig StflaJJ j/s a fiUgfe 


'-Handheld Crash *S just as aWeSoMe as hiS console adventures.’’- IGN.coM 
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Short-Range Weapons 

VIPER, FRINESI SHOTGUN. INGRAM SUBMACHINE I 
DART GUN, P2K, PS 100, DEFENDER 
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jiui SD Moves 

Blow up the barrels at the first roadblock • Shoot the barrels 
nel • Use some Q-Smoke to get rid of a car that follows you • 
van the first time you use the Q-Pulse on it 


lioi'ju Moves 

Use your Q-Specs at the first laser trip wire to see the secret panel, 
open it and laser-cut the wires to disarm the trip wire • Disarm the sec¬ 
ond laser trip wire • Use the Q-Specs to find and enter the secret room • 
Use your Q-Claw to get up to the third floor • Go into the bedroom to 
pick up the Key Card • Pick up Griffin's Passcode Generator • Disarm the 


Dart 


Gold Medal: unlimited missiles 


Gold Medal: golden accuracy 
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Vehicle Shooter, Rail Shooter 


■sk? 




SPSS 































iiXJi'JU I/isyjss 

Q-Laser the lock to exit the room • Use your Q-Remote to obtain the 
System Pressure Code - Use your Q-Remote to obtain the System 
Temperature Code • Use your Q-Remote to obtain the System Chemical 
Regulator Code • Press the green button in the office of the cloning roon 
• Use the Q-Remote on ail three stations in the cloning room (each time 
counts as a separate Bond Move) • Press the green button to create a 
stairway to the sub 


ght-shoot the 
bush "Shoot the 


Galore 


Ambush Action 


Remote Control 


Bothered 


Gold Medal: 


Gold Medal: golden bullets 




















iioi'ju Moves 

Cut the lock in the cell block • Laser the lock on the right in the hangar • Get 
the Harrier Program with the Q-Remote • Cut the lock in the second chain- 
link area ■ Use the Q-Claw to get to the second level • Use the Q-Remote to 
activate the jet to "toast" the guards • Use the Q-Claw to fly over to the 
dining room • Snipe the helicopter pilot • Cut the shackles off the Navy 
Ensign • Use the Q-Remote to get the program for the missile • Use the 
hook to reach Zoe • Cut the lock and press the green button to free Zoe • 
Use the Missile program to eliminate the sniper 


Mmm Moves 

Cut the lock to enter first building • Get the hatch access program from 
the far tower • Ride the hook from the left tower to the right • Go from 
the right tower to the office with the cable hook • Open the hatch with 
the Q-Remote • On the catwalk, cut the wires in the center of the room 
with your Q-Laser • Rescue the French leader • Rescue the German 
leader • Rescue the UK leader • Rescue the US leader 


First-Person Shooter 


First-Person Shooter 


Duct and 


m 


Gold Medal: regenerative 


Gold Medal: 






Mr 1 

mr 


























Anyone who finds the world of espionage and intrigue alluring will delight in James Bond 007 
in Agent under Fire's charms. The variety and drama of the many missions will keep aspiring 
agents happy, and the multiplayer game brings a much-needed four-player shooter element to 


Multiplayer 


Combat 
Training ( 1 - 4 ) : 


Anti-terr oris t 
Training (£5) 


Protect 
the Flag (2-4) 


Agent( 

















There’s a name for heroes 
who don’t complete their 


mission. 


DINOTOPIA 

THE TIMESTONE PIRATES 


©TDK 





Nixing maze-crazy action with Nario-style adventuring, 
Namco rolls out a ball of fun that Pac-Man 
fans will gobble up. 


After 22 years, Pac-Man still has a big appetite for ghos 
Pellets and adventure, and Pac-Man World 2 sends the \ 
hero through a 3-D platformer dotted with edible enei 
arcade-flavored fun. The GCN game offers a lot to dige 

pilot a heavily armed submarine. 




















Pac-Man lives in Pac-Village, where a magical tree that grows in the center of town protects 
all of the resident Pac-People. When Pac-Man’s archenemies—Blinky, Inky, Pinky and 
Clyde — desecrate the tree by stealing its five Golden Fruit, the gang of ghosts unwittingly 
awakens the evil specter, Spooky. To lay him to rest, Pac-Man must retrieve the trees fruit. 




the big arrow sign on its roof is the arcade. Visit Sue inside to play her classic 
only thing you can play for free is one maze in the Pac-Man World 2 arcade 
game, so you'll need to collect tokens from the various adventure levels to play her other games. 








































Bear Basics is the first level ir 
heat up until Pac-Man conned 
Canyon Chaos. From that poi: 


Blink y s Killer Frag 


( Pat-P 

Pac-I 


After the first checkpoint, ride the floating platform to cross the 
pond. When you reach the green switch, perform a Butt-Bounce to 
activate a Pac-Dot Chain. Eventually you’ll reach a switch that acti¬ 
vates an orange switch. Trip the orange one to summon the Steel 

Ball power-up. By gobbling it, you ’ 11 h = = w o 


The last level of every world is a b_ 

tie. In Blinky’s showdown, the ghost will 
try to lick you using his robotic frog. Butt- 
Bounce on the frog's tongue when it lashes 
out. Pound it three times, then Rev-Roll 
-tongue and into the 

its throat three ti 


iixsl ijj iJis jJoads 


step l Rev-Roll tothe 

the apple that unlocks the 
Fruit Chest. Open it to 


Pac-Mans not out of the woods yet. In fact, he's in the 
thick of things, trapped in a sky-high forest. Refer 
to the forest map to find all eight tokens, which 
are represented by red dots. The blue dot rep¬ 
resents the Galaxian, which unlocks a 3-D 


Map Key 3 i-u p 
♦ Token Q Galaxian 
































Eat My Sawdust 


; Butane Pain 


E®' 




















































Ghosts and Gobblin' 



When you meet up with the first two 
ghosts, hit the green switch by the 
cliff's edge to summon two Power 
Pellets. Use the left pellet to eet both 
ghosts. After the dots and ghosts are 

pound the orange switch. Hop onto 

s e gSS;rt othenextled9e 


Rev-Roll Power 



A Lotta Lava 



Spin into the Rev-Roll to launch off the ramp and land on the Helivator. Run on the Heli- 
vator so it floats to the top. Jump to the mesa, then leap to the roving platform before 
the mesa topples. Rev-Roll off the platform when it's in front of the ramped pillar. 



m 


















you must carefully roll your 
way down while steering 
into fruit and tokens. 


every fruit and 


Clyde's mechanical monstrosity shoots fir 
balls that are tough to outrun. Avoid gettin 
barbecued by dangling of f the edge of the 

Clyde approaches, then Rev-Roll off 9 the S 
ramped edges of the platform to ram him 


UildSi* iJiif sSSil 

The three regular levels of Under the Sea are forced-scrolling areas where Pac 
Man is continuously swimming forward or surging forth in his Pac-Sub. Mem 
orize the dot and fruit locations in the Scuba Duba, Shark Attack and Yellov 
Pac-Marine levels so you don’t pass up any items. 


r the Sea, 
ac-Subam 


) deep-six the 
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After a soggy shoot-out with Spooky's submarine, Pac-Man washes up 
on Ghost Island. The sixth and final world is home to Spooky, and the 

ancfskeletal swashbucklers. 



Pac-Man on Wheels 



Pac-Man straps on a pair of in-line 
skates to cruise down the board¬ 
walk. The skates affect how Pac- 
Man jumps, so familiarize yourself 


spill. Since many sections of dock 
will collapse under your weight, 
you'll need to perfect your jumps. 


Fruits of Your Labor 


Your Pac against the Wall 




[is] Button Mashing 



m 

mm 

in 


The switches enable other switches and 1 
activate Pac-Dot Chains. Go back and 1 

forth and activate every new switch M 

you've enabled. Eventually, all your hard | 
work will lead you to Wormwood—the 
evil tree in the center of the bayou. 
































DINOTOPIA 

THE TIMESTONE PIRATES 


dffle- t/i£cmcl wAe^ dinoteutAsb and 
(live' to^t^ev in flaMhcny- 
ifo video- vme- de&ut/ 
yvancf untfL a/ 'd^'a4ne- ^vy- 


dJdQ'TC JpCediuctiwe' and aAtist>- 


WjdinvmuMimwnf'lU . 

I depicted dinosaurs and humans living together in a timeless utopia. With its striking visual style and adventurous story, 
I Gurney's creation has invited millions of readers to visit a meticulously detailed world where reality and fantasy mix and n 
Over the years, Dinotopia has inspired a series of trading cards, Gurney’s The World of Dinosaurs stamp series for theU.S. 

ice and a television miniseries from Hallmark Entertainment that will air on ABC in May. Now, Dinotopia is in 
a Game Boy Advance side-scrolling action game that challenges you to take on a 

the back of a skybax, pilot the underwater vessel Remora and guide a hadrosaur through diamond-filled caverns. 

‘. game’s hero, Clayton, and the hadrosaur, Krekor, appear in our exclusive James Gurney original pullout poster. 
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LOOT, FRUIT AND SCOOT 


world-saving quest, stuff below along with some of the obstacles that you'll want t 
ind blowers that give you at all costs. Gathering fruit and extra life is good. Hitting ] 
main items are shown bad. Remember the basics—you’ll save Crash a lot of pai 


Slot Box 


TNT Crate 


Nitro Crate 


Switch Box 















THE CRASH COURSE 

You’ll begin your huge adventure in the Warp Room, where areas, you’ll open up the boss stage. If you smash every box, a 
you’ll see five Warp Buttons. Choose any of the buttons to gem will appear in the stage, and there are colored gems hid- 
enter that area. If you collect the crystal from each of the five den throughout the game, as well. Collect everything! 

Jungle Jam 


You’ll begin in a simple, side-scrolling area that doesn’t pres- spinning through them. Collect all the fruit and boxes in the 
ent many dangers. Smash the enemies by jumping on them or main stage and Bonus Area. 



The enemies shouldn't give Continue bouncing on boxes Inside the Bonus Area, grab Don't miss the 1-up above 

you any problem. Eliminate until they break. You don't the 1-up and all the boxes the air vent. Jump up and 

them using your spin attack. want to miss any fruit. and fruit. grab the extra Crash Crate. 


Shipwrecked 

Yes, bandicoots can swim. Crash’s first foray under the sea sunken treasure. Your spin move becomes a charge move that 
puts him nose to nose with sharks, puffer fish and plenty of thrusts Crash forward to attack enemies or smash crates. 
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Temple of Boom 

The Mayan Temple holds several secrets, including a wire- One of those gems will match the color of the pad in the Tem- 
frame gem pad. Later in the game, you’ll find colored gems, pie of Boom. Return to the temple to open a new area. 
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Up in Outer Space 


It'j no* Rocket Science Leap the User Don'* Treadmill on Me Tippy Trip 



CRASH LANDING 


Your huge adventure has just begun. You have another three and crystal in the game, you’ll open up a special level and earn 
worlds to go, and alter that, you can challenge every stage in the the second, true ending. You can even swap save files with other 
Time Trial Mode ad collect relics. If you find every gem, relic Crash players. If you like action, give Crash a spin. *•* 


















Violence 








Ever since the Golden Age of video games, Midway’s crammed 
arcades with legendary hits. Now that it’s out of the coin-op biz, 
Midway’s big brainpower is fueling Nintendo GameCube games. 





essentials. Most of all, it still stars the 
supercool spy car that transforms into a 
speedboat, though now the Interceptor 


by metal/hif 


the world. Fortunately, yo 


ron’t need to 


SPYhUflTER 


Nostalgia fuels the design only changes into four vehi- 

j mij. 

'k\ ■ * 











packed to the rafters with cool gadgets, 
SpyHunter is shaping up to be a high- 
octane experience on the Nintendo 
GameCube. We were nuts for the 1983 
original, and this one’s proving worthy of 
our next-gen obsession. Prepared to 
combat a madman and save the world 
from destruction — in style? 


SpYhUllTER FOR QBA 


Second Version for Nintendo? 

Midway could have simply released the 
old version of SpyHunter on the Game 


which sidesteps the golden oldie and 
looks to the next-gen version for inspira¬ 
tion. Just as in the Nintendo GameCube 








FREAky FLYERS 


I Attitude 













Going the next-gen distance. MLB Slugfest 20- 


Xtreme Fest Cjoes Mext-Qc 


Opel the rider 









ZONE OF THE ENDERS 



SIGN UP FOR A FUTURISTIC TOUR OF DUTY AS WAR RAGES ON THE COLONIES OF MARS. 

ASSUME TACTICAL COMMAND OF AN ARMY OF MECHS, ENHANCE THEIR ABILITIES AND WEAPONS. 

THEN GUIDE THEM INTO BATTLE. SAVING THE SPACE COLONY IS NOW IN YOUR HANDS... 

GAME BOY advance 
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Six internatiun< 

al team: 

5 clash in the 

most punishing, numoed-uo 

GAMECUBE. 

version of three 

?-on-three soccer eve 

r. Unlock secret codes, power 


ups and bonuse 

■s in tivf 

? brutal, Fast- 

■paced modes. Experience the 

HI iV - 

depth of Quest 1 

Hode as 

you battle Fa 

r the Continental Tup? Easy to 

iHMNHl 

learn. Tough to 

master. 

Hard to put i 

down. Can you take the heat? 
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EARN A LONG LINE OF 1-UPS IN THREE EARLY AREAS. 

The examples below show three ways to turn long successions of 
enemies into thousands of bonus points and dozens of l-Ups. 
When you are on a roll, keep collecting and add to your reserve. 

DONUT SECRET 2 

Early in your adventure through Donut Secret 2, you’ll unleash 
a Starman at the top of a vine. Collect the invincibility-granting 
item and run. If you’re invincible when you reach the closing 
section of the course, you'll be able to produce another Star- 
man from a block. Collect it and plow through a long line of 
>u’ll get increasingly large point rewards for 



Starman near the beginning of the course, then recharge your 
ty near the end. When you plow through a long line of Koopa 
Das, you'll earn lots of points, then lots of 1-Ups. 


VANILLA SECRET 2 

You’ll find a gray P-Switch in a block that hovers over a Bony Beede 
pit. Grab the switch, backtrack to an area between two purple pipes 
and drop it. When you hit the switch, all enemies will turn into gray 
coins for a few moments. Run to the left with super speed. You’ll col¬ 
lect a long line of coins that will first net you points, then l-Ups. 





an 1-Ups. 


VANILLA FORTRESS 

When you reach the door to the final chamber, you'll find a cou¬ 
ple of regenerating Bony Beetles. Tread water and stomp the 
beetles as many times as you can without touching the ground, 
After several consecutive smashes, you'll begin to earn l-Ups. 



▼ BIG BREAK STRATEGIES 

CHARGE TO VICTORY AND TONS OF TRICK POINTS WITH AGGRESSIVE PLAY. 

One of the keys to earning hookups in EA Sports Big’s street ball 
sensation is to earn trick points. While fancy crossover moves in 
a half-court offense are effective for building points, you'll dis¬ 
cover that you can earn as many points, or more, with a power¬ 
ful transition game. As soon as you get the ball, pass it up the 
court, then pass it again. Most of the time, you'll put it in the 
hands of a forward or center with one guy to beat on your way to 
the hole. Press and hold one or two of the turbo buttons, then 
charge into the defender and press the X or Y Button at the same 
time. If you get a good square hit, you'll knock the defender over 
with a charging fakeout and clear the lane for a monster dunk. 
The combination of the moves will earn you thousands of trick 
points and contribute substantially to your Gamebreaker meter. 
Once you have a full Gamebreaker meter, you may be tempted to 
shoot a long-distance shot, since it would mean a two-point 
score for your team and a two-point drop for your opponent’s 
team, but you'll stand to earn more trick points if you pull off a 
crossover or fakeout in combination with a Gamebreaker dunk. 



▼ CRAZY TAXI SHUFFLE CODE 

CHANGE YOUR STARTING LOCATION AND THE FARE ROUTES WITH A CODE. 

After a few runs on the Crazy Taxi circuit, you get to know the 
fares and their destinations. While that information may help 
you shave seconds off your driving times, it can also make the 
game predictable. You can change your starting location and the 
customer locations with a code. On the driver selection screen 
press the R Button once, then press R again and hold it as you 
choose your driver and press A to begin. When the action starts, 
the message "Another Day” v " 
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TROPHY LOCATIONS 


▼ AWARDS CEREMONY 

FILL YOUR TROPHY CASE WITH SEVERAL HARD-TO-GET AWARDS. 

The Super Smash Bros. Melee trophy cup runneth over. You can’t 
help but go away with an armload of awards after a few good ses¬ 
sions. But some trophies are hard to come by. The following tro¬ 
phy collection techniques are broken down by type. You'll have to 
unlock All-Star Mode to collect some of the trophies. You can do 
that by unlocking every fighter. Go forth, batde and collect. 

VS. MODE PARTICIPATION 

melees. For every 50 Vs. Mode melees that you join (up to 
200), you’ll unlock a hidden stage and collect a correspon¬ 
ding trophy. You’ll also earn trophies by entering 100,200 or 
300 Vs. Mode melees with a single character. The table below 


TROPHY 

CONDITIONS 

KRAID 

UNLOCK THE BRINSTAR DEPTHS STAGE 
(50 VS. MODE MATCHES). 

SUD0W00D0 

UNLOCK THE POKe FLOATS STAGE 
(50 VS. MODE MATCHES). 

FALCON FLYER 

UNLOCK THE BIG BLUE STAGE 
(50 VS. MODE MATCHES). 

UFO 

UNLOCK THE FOURSIDE STAGE 
(50 VS. MODE MATCHES). 

NORMAL TROPHY 

COMPLETE CLASSIC MODE OR USE A CHAR¬ 
ACTER 100 TIMES IN VS. MODE. 

RED SMASH TROPHY 

COMPLETE ADVENTURE MODE OR USE A 
CHARACTER 200 TIMES IN VS. MODE. 

BLUE SMASH TROPHY 

COMPLETE ALL-STAR MODE OR USE A 
CHARACTER 300 TIMES IN VS. MODE. 

MAXIM TOMATO 

PLAY 10 VS. MODE MATCHES. 

HEART CONTAINER 

PLAY 100 VS. MODE MATCHES. 

FOOD 

PLAY 1,000 VS. MODE MATCHES. 

TROPHY COLLECTION 

You can win some trophies by earning others, particularly the 
Normal, Red Smash and Blue Smash Trophies for every char¬ 
acter. Doing so requires that you unlock every character and 
complete various one-player modes with them or use them in 
a large number of Vs. Mode matches. Any way you look at it, 
you have a lot of smashing ahead of you if you plan to collect 
any of the following awards. 

TROPHY 

CONDITIONS 

DONKEY KONG JR. 

COLLECT NORMAL TROPHIES FOR EVERY 
CHARACTER. 

F-ZERO RACERS 

COLLECT RED SMASH TROPHIES FOR EVERY 
CHARACTER. 


MODE COMPLETION 

Several trophies come your way once you clear Classic, Adventure 
or All-Star Mode, or the Target Test, while meeting certain condi¬ 
tions. Some conditions call for advanced difficulty settings. Oth¬ 
ers require that you complete the modes within a time limit. 


COLLECT BLUE SMASH TROPHIES FOR 
EVERY CHARACTER. 


MASTER HAND 

CLEAR CLASSIC MODE ON HARD OR VERY 
HARD DIFFICULTY WITHOUT A CONTINUE. 

CRAZY HAND 

CLEAR ADVENTURE MODE ON HARD OR 
VERY HARD DIFFICULTY WITHOUT A 
CONTINUE. 

MACH RIDER 

CLEAR CLASSIC MODE IN 300 SECONDS 

OR LESS. 

WOLFEN 

CLEAR ADVENTURE MODE IN 1,100 SEC¬ 
ONDS OR LESS. 

BATTLEFIELD 

CLEAR ALL-STAR MODE. 

WARIO 

CLEAR ALL-STAR MODE WITHOUT USING A 
CONTINUE. 

MEW 

CLEAR ALL-STAR MODE ON THE HARD OR 
VERY HARD DIFFICULTY SETTING. 

TARGET 

CLEAR THE TARGET TEST WITH EVERY 
CHARACTER. 

LON LON MILK 

CLEAR THE TARGET TEST WITH EVERY 
CHARACTER IN A TOTAL OF 1,500 SECONDS 
OR LESS. 

SHERIFF CLEAR THE TARGET TEST WITH EVERY 

CHARACTER IN A TOTAL OF 750 SECONDS 

OR LESS. 

LONG-DISTANCE DELIVERY 

If you can really sock Sandbag in the Home Run Contest, you 
can earn a trio of trophies. A fourth is yours for covering a lot 
of ground. Look at the conditions and set your sights far into 

TROPHY 

CONDITIONS 

SANDBAG 

HIT SANDBAG FOR A HOME RUN OF 990 

FEET OR MORE. 

PAPER MARIO 

HIT SANDBAG FOR A HOME RUN OF 1,485 
FEET OR MORE. 

UNOWN 

HIT SANDBAG FOR A COMBINED TOTAL OF 
16,503 FEET. 

MUTE CITY 

WALK A COMBINED DISTANCE OF 

3,300 FEET. 
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EVENT MATCH COMPLETION 

The i-P Mode Event Matches are sometimes challenging, always 
entertaining battles that put you up against preset opponents in 
character-specific settings. A collection of six different trophies 
is connected to the completion of particular Event Matches. 


TROPHY 

CONDITIONS 

MOTION SENSOR BOMB 

CLEAR EVENT MATCH 3, BOMB-FEST. 

GOOMBA 

CLEAR EVENT MATCH 14, TROPHY TUSSLE 1. 

ENTEI 

CLEAR EVENT MATCH 26, TROPHY TUSSLE 2. 

GAME & WATCH 

CLEAR EVENT MATCH 45, GAME & 

WATCH FOREVER. 

MAJORA'S MASK 

CLEAR EVENT MATCH 47, TROPHY TUSSLE 3. 

FINAL DESTINATION 

CLEAR EVENT MATCH 51, THE SHOWDOWN. 

ADVENTURE MODE ACCOMPLISHMENTS 

Two optional activities 

5 in Adventure Mode will earn you tro- 

or less. The big finale with Giga Bowser will take place if you 
complete the 12 stages of Adventure Mode in 18 minutes or 
less, with the game set at Normal Difficulty or harder. 

TROPHY 

CONDITIONS 

SAMUS'S STARSHIP 

ESCAPE FROM BRINSTAR IN 40 SECONDS 

OR LESS. 

GIGA BOWSER 

DEFEAT GIGA BOWSER. 

MELEE MASTERY 


You'll be able to collect trophies with accomplishments in four 
different Multi-Man Melees, part of the Stadium activities. 

TROPHY 

CONDITIONS 

MALE WIRE FRAME 

CLEAR THE 100-MAN MELEE IN 240 SEC¬ 
ONDS OR LESS. 

FEMALE WIRE FRAME 

KO MORE THAN 100 OPPONENTS IN THE 
ENDLESS MELEE. 

FIGHTING WIRE FRAMES 

SURVIVE THE 15-MINUTE MELEE. 

MR. RESETTI 

KO FIVE FIGHTERS IN THE CRUEL MELEE. 


TRAINING MODE ACCOMPLISHMENTS 

You can practice your Smash Bros, techniques and earn tro- 
Training Mode trophies will come your way as you master the 


TROPHY 

CONDITIONS 

METAL BOX 

PERFORM 10 COMBOS IN TRAINING MODE. 

UP'S STICK 

PERFORM 20 COMBOS IN TRAINING MODE. 

BUNNY HOOD 

PERFORM A TOTAL OF 125 COMBOS IN 
TRAINING MODE. 

CHARACTER UNLOCK ACCOMPLISHMENTS 

Kirby Hats l, 2 and 3 are Trophy Lottery acquisitions. Kirby 
Hats 4 and 5 will be yours after you unlock specific groups of 
characters. Refer to last month’s issue for character unlocking 
information or look for details on nintendo.com. 

TROPHY CONDITIONS 

KIRBY HAT 4 

UNLOCK JIGGLYPUFF, MEWTWO, LUIGI, 
MARTH AND MR. GAME & WATCH. 

KIRBY HAT 5 

UNLOCK GANONDORF, ROY, PICHU, YOUNG 
LINK, DR. MARIO AND FALCO. 

MISCELLANEOUS ACCOMPLISHMENTS 

Some trophy requirements defy categorization. Meet the con¬ 
ditions that are shown below and continue to add to your tro¬ 
phy collection. The Celebi trophy is the most elusive prize of 

chance that Celebi will appear in a Poke Ball. 

TROPHY CONDITIONS 

TOM NOOK 

COLLECT 100 COINS. 

LANDMASTER TANK K01,000 FIGHTERS. 

DISKUN 

TRIGGER EVERY BONUS POINT TYPE AT 
LEAST ONCE. 

MARIN 

UNLOCK EVERY STAGE AND CHARACTER. 

COIN 

PLAY A COIN MODE MELEE 100 TIMES. 

CELEBI 

FIND CELEBI'S POKe BALL IN A1-P 

MODE GAME. 

CAPTAIN OLIMAR 

INSERT A GCN MEMORY CARD WITH A 

SAVED PIKMIN FILE. 
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OMEGA STABILIZER 

An army of 60 or more red Pikmin will help you defeat the puffs- 
tool that has consumed the Omega Stabilizer. Attack the mush¬ 
roomlike creature’s stem, then toss Pikmin up to the underside of 
its cap when it flips over. If the creature's cap quivers, retreat 
quickly. That’s a sign that it is about to release a pink cloud of poi¬ 
son that will make your Pikmin attack Captain Olimar. When you 
finally defeat the puffstool, the part will appear on the ground. 

DAY 18 — IMPACT SITE 

You’ll find one rocket part in the water of the Impact Site and a 

POSITRON GENERATOR 

Use yellow Pikmin to blast through a wall and blue Pikmin to 
retrieve the Positron Generator out of the water. Send several 
blues into the mouth of the waterborne clamclamp, then call 
them out of harm’s way before the clamclamp closes. After a few 

DAYS 19 THROUGH 22 — DISTANT SPRING 

We'll direct you to four Distant Spring parts this issue and six 
more next month. Protect your blue Pikmin population. The 
blues are important to have in the Distant Spring waters. 

REPAIR-TYPE BOLT 

The Repair-Type Bolt is at the end of a high, narrow path. Toss 
blues up to the path, then call them with your whisde and walk 
along die lower path. If you can get 20 Pikmin to stay on the 
upper path, you can use the C Stick to direct them to the part. 
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CODES 





▼ FREESTYLE FREE-FOR-ALL CODES 

UNLOCK NEARLY EVERYTHING IN DAVE MIRRA'S FREESTYLE SEQUEL. 

The latest BMX biking blast with Dave Mirra mirrors the Tony 
Hawk franchise by offering a load of feature-unlocking codes. 
You'll normally begin the game with a single open course, 15 
bikers to choose from, one bike per participant, one unlocked 
movie and a limited number of available themes in the park 
editor. One code unlocks all of the courses, two additional bik¬ 
ers, alternate competition outfits for the original 15 bikers 
every signature move in the game. Another code unlocks every 
movie that features the game's BMX pros and two others that 
unlock all park editor themes and park editor objects respec¬ 
tively. All codes use the Control Pad and the B Button. You’ll 
enter them on the main menu. If you hear a tone when you fin¬ 
ish entering a code, you’ll know that you entered it corre 
You may have to enter some of the codes repeatedly before they 
click. We recommend using the Control Pad instead of 
Control Stick while entering the codes to ensure pinp 


r CASTING CALLS 

TWO CODES ADD DOZENS OF CHARACTERS TO YOUR SKATE PRO POSSE. 

You’ve unlocked the movies with POPCORN, opened up the 
with MARKEDCARDS and filled your stats with 
MAXMEOUT. Now you can bring a whole new set of skaters into 
: with two codes. Select “Cheats" from the Options menu 
:er FREAKSHOW as your cheat code. The eight characters 


game will appear as part of your roster. They include the powerful 
Demoness and the superweak Neversoft Eyeball. If you want to 
low the creators of the game view themselves, enter WEEAT- 
DIRT as a cheat code. Then create a new skater and use the name 
ne of the Neversoft staff members as the name of your skater, 
skater will adopt a likeness and set of personal info that 
:es to the person in question. You can find the names of the 
game’s developers in the Credits (part of the Options menu). 


r PUZZLE PLUS CODE 

AN ALTERNATIVE TO PAC-ATTACK PUZZLE MODE OFFERS FEWER GHOSTS. 

If the ghosts are getting in your way in Pac-Attack Puzzle Mode, 
you can switch to an alternative that substitutes some ghosts 
with blocks. On the Pac-Attack selection screen, highlight Puzzle 
Mode, press and hold Right on the Control Pad and press the A 
Litton. You'll trigger the Puzzle Mode Appendix, a close varia- 
in of the original Puzzle Mod 




























Mild Lyrics 


PULL OFF JHE HOTTEST MOVES 
PUT TOGETHER BY BRITNEY'S 


OWN CHOREOGRAPHERS! 


' "'VffiTCH EXCLUSIVE VIDEOS 
FROM BRITNEY'S CONCERTS 
ANO ALL-NEW 
8EHINO-THE-SC£lttS F00TA6E! 
















































IT’S 800000 REAL 


It’s no accident that characters in The Legacy of Goku 


ctly like their televi- 


Iechnologi 


a series of powerful moves taken straight from the cartoon. He 
can also fly for short periods of time. Your flight ability, while 
initially weak, is recharged when you find small feathers hidden 
in each area—and you can fly for longer periods of time as you 
gain experience. While the focus is mostly on combat, there are 






















BEOODVMMm 


With the skills of warriors and the 
instincts of wild animals, the more / 
than a dozen combatants of Bloody 1y 
Roar: Primal Fury are ready to 
show their power in the ring. 
tl Activision and Hudson Soft present a 
•*' c 3-D fighting experience that challenge 

r you to face your fears, transform into 
L a beast and fight for freedom. 





While beas 


> the feature that sets Primal Fury apart from other 
id one-on-one battler with a strong grasp of fight- 
i transform, you’ll want to perfect the basic moves 
and learn how best to fill up your beast gauge—kick, punch, block and throw. 


if you make a strong connection with a punch, your oppo- 
opportunity to put together a combination of hits. 


Get a Kick out of Combat 


high-stepping special moves. 


Stick and Move 


wpS 


Throws can be a good beginning to an unanswered bliz- When your opponent is on a roll, you can try to swing the momentum in your favor by 

movefnandget 66 mdiy1*7 ,i9h - t J , jj cially be 9 ins ' V° u can Mocking or moving out of tton/vay. Press the Y Button toblock when you anticipate a 


Hit the Target Running Turn the Tables 



You can cover a long gap quickly by first tapping the If your opponent hits you while you're in the air, press any Button to recover. If he or 

Control Stick then pressing and holding the stick. As you she tries to toss you, move in and press the Y Button to break it off. When your fighter 

close in on your opponent, kick and slide. is surrounded by a green glow, he or she will counter automatically. 


NINTENDO GAMECUBE | BLOODY ROAR: PRIMAL FURY | 
















"7 / I Abducted by the evil Tyron Corporation as a 
/ >4 u/i* /r child, Uriko was the subject of a failed exper- 
k/V'KU iment that left her ^ half-human, half- 
THE HALF BEAST an ‘ ma ^ f e ^ ne qualities. 
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Duel against 
characters from the 
animated TV show 


Import cards from 
the Official Card 
Game to create more 
powerful decks 


Trade cards to 
complete your 
collection 


3 limited edition ‘ 
Official Game Cards 
packed inside 
each game^^v^ 





















We at Epic Center are nothing if not eager to please. You sent e-mail after e-mail asking for assistance 
in clearing the final stage of Advance Wars' Campaign Mode, and we’re more than happy to deliver. 
We'll give you everything you need to defeat Sturm in The Final Battle—plus a damage chart that will 
be a big help for any conflict. Also check out the Epic News section, which contains a sneak peek at the 
...“e very late nights at the office: Tactics Ogre: The Knight of Lodis! 


)ers, or just to battle against a friend. There’s also a 
Quest Mode, which lets you diverge from the main story 
and seek out unique weapons and items. It looks to be an 
edibly deep, well-tuned and addictive title, and you can 
cpect plenty of Epic Center coverage in the future. 


Knight Falls on Game Boy Advance 

Tactics Ogre: The Knight of 


RPGs Evolved 


ng plotlines have been 
tactics Ogre continues the tradi- 
ied Knight of Gali- 


down threi 
1 shots of th< 

upcoming GCN RPG Ev 
so you Worlds for you to gawk over. Th< 
game is being developed by th( 
tpleof Japanese company Sting, (the 


te company that cr 


who would oppose the will of Lodis. Along the way, you’ll find 
that the Holy Lodis Empire is not what it seems and be forced 
to make hard choices as the empire’s plan comes into focus. 

The strategy element of Tactics Ogre is nothing short of 
amazing. You can command up to 30 warriors (though only 
eight fight at a time) and outfit them with hundreds of 
weapons, pieces of armor, classes and magic spells. In addition, 
you can use the GBA Link Cable to trade items, spell books and 
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CDpf 


Use Andy's tv._.,..._ r ._....,_ r _ 

north of your starting position. Once you've taken the airport, mo 
Infantry one space west and capture the neutral city. 

(§) THE CITIES THREE 

Take the three cities to the south as early as possible. It's important to 
distribute cities and factories evenly among your COs, but give these 
three cites to Andy. Build Infantry on your first turn, then use the APC or 
Transport Copter to ferry them to the cities. 

© ACCEPTABLE LOSSES 

Sturm's major weakness is the steep terrain surrounding his home turf— 
he must funnel all of his troops over one bridge because mountains block 
on either side. Sturm has a large number of units at the beginning of the 
mission, so don't panic if he takes the three cities south of the middle 
bridge. Wait until Kanbei can get his troops into position, then move in and 
reclaim the cities one at a time. If you get too excited and have Andy rush 
north, you'll be decimated by Sturm's air force and Md. Tanks. Your goal is 
to survive Sturm's initial attack. If you can make it to Day 5 with Andy's HQ 
and factories still intact, you'll be in good shape. 

© FLYING HIGH 


Missile units north on your first turn, then strike at Sturm's air uni 
turn two. Don't clump units together! Sturm will drop a meteor on turn 
two or three-and he usually aims for Grit-so spread your units out along 


© SLOW ON THE DRAW 

As you can see, Epic Center failed to follow its own advice. The factory 
north of Andy's HQ is still unoccupied, as is the city west of the airport. If 
Andy had captured those areas, he'd have more money and an additional 
distraction for Sturm. Use Kanbei’s units to clear out Sturm's forces so 
Andy can move in and take the area. Give Kanbei one of the four cities 
south of the middle bridge—he needs the money. 

© KANBEI BOLLS ON 

Sturm will virtually ignore Kanbei for the first few turns, so take the 
opportunity to capture the cities, factory and airport on the east side of 
the screen. Send a few units west to help protect Andy's front line, then 
take a Md. Tank and block of f the east bridge. Keep checking Sturm's 
Rockets to make sure they don’t hit the Md. Tank. 


© A PYBRHIC VICTORY 


uses his factories to i 

© HOLD THE FORT 

Sturm's air force has also suffered heavy losses, but Grit's units are hurt¬ 
ing. Grit's neutral cities and factories are located in the north, and they 
take some time to reach. Use the APC to shuttle infantry back and forth 
between the southern factory and the cities. You can also build Rockets 
and send them along the southern road to help Andy hold Sturm at bay. 
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—„—„__his territory. Kee r .... r .___ 

ing out units. Andy should build Md. Tanks and Infantry, Kanbei should build 
Md. Tanks and Grit should build Rockets. Have the COs construct Antiair 
guns, Missiles and APCs as necessary. 


®N0 Gl 


Kanbei has clustered two Md. Tanks and an Infantry close together. 
Combined with Andy's nearby Infantry, the units are simply begging to be 
smashed to pieces by an incoming meteor. Since Kanbei’s units are so 
expensive, he would be well advised to space them out. You can also lure 
the meteor to a certain area by clustering a couple of Infantry units 
together with an APC. Sturm loves to drop meteors on APCs. 

© SLOW AND STEADY 

Grit has been building Rockets at his southern bases and moving them up 
the road toward Andy's HQ. While it's a decent strategy, keep in mind that 
Rockets have a very low movement rating and won’t be able to help out 
for a few turns. Try to station Grit's indirect combat units ida city or other 
area with a high defensive rating. 

(J) MOUNTAIN MEN 

Once Grit's Infantry 1 


an take any of his cities, t 


probably cut the Infantry to 
but it will pull precious 


DAY 22 

® VICTORY! 

The day is won and the battle is yours. Notice where the units are sta¬ 
tioned, then compare that with maps of the previous days. You'll see that 
friendly units have parked themselves on top of Sturm's factories, making 
it impossible for him to use them. Since it's tough to get Infantry units into 
the heart of Sturm's territory, using other units to block the factories is a 
near-perfect way to put Sturm out of business. The airports should also 
be blocked off in the same manner. Once you have secured the factories, 
rush to Sturm's HQ and capture it. 

® NEW TOYS 

By this time, your COs should have enough money saved up to buy 
expensive units like Fighters and Bombers. Use the Fighters to eliminate 
any air units that Sturm builds. You can also build a Transport Copter to 
zip Infantry to Sturm's HQ once you're ready for the final assault. 

© BRING IT ON 

Sturm can still use his Meteor attack, but you won’t need to worry about 
it once you cut off his factories. Even though there are a number of units 
clumped together at point C, you're so far ahead of the game you can 
afford to let them get smashed, then rebuild. Try to pull the Meteor Strike 
away from Sturm's own HQ so he doesn't lower the capture rate of your 
Infantry units. 

© LET NO ONE ESCAPE 

Sturm's only remaining land unit is an APC. If you can block the airports and 
use Fighters to eliminate the last of Sturm's Bombers, you can wipe out 
his land forces and win the battle without capturing the HQ. You receive a 
slightly higher Power ranking if you go that route. 
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DAY I 

© PLAN B (SEE PLAN A) 

Andy's strategy remains the same no matter who his allies are. Capture 
the factory and airport near the HQ, then send an Infantry unit or two 
south to take the three cities. Sturm doesn't have to worry about Grit's 
Missile or Rocket fire, so expect a full frontal assault right off the bat. 
Build Infantry and Mechs and hold out until Max and Sami can reach you 

© a birect hit 

Max excels in direct combat, but there's nothing to attack for a few 
turns. Send your AA units north and try to lure some of Sturm's air force 
toward you with the APC. Max's AA units can eliminate any air unit with 

a single hit, but his Missiles are weak , '“ J -- - - - 

the southern road to assist Andy. 


© RUN LIKE THE WINB 

. Sami, like Kanbei, will be ignored until she starts harassing Sturm's troops. 
Move north as fast as possible-taking bases along the way-and send 
your Antiair units to Andy's position. Position Missiles on the east side of 
the mountains and wait for enemy air units to come into range. Build two 
more AA units to protect the Missiles. 

(6) A FORCE TO BE RECKONED WITH 

Your main concern is Sturm's air force. As mentioned, you'll have a much 
more difficult time of it without Grit, so be ready to suffer heavy losses in 
the first couple of turns. It's tempting to have Andy build AA units, but 
don't do it. Stick to Infantry and let your allies worry about the air force. 


DAY 5 


Notice that Andy is she__ _ 

his HQ. Don't panic—it's normal. When Max and Sami are your allies, Sturm 
will concentrate all his forces on Andy, including the Meteor Strike. Just 
w -: tSj ca p ture a || t h e buildings you can and try to 1 


send an Antiair unit along the southern road.) 

(D BRIDGE THE GAP 

Have Max take and hold the western bridge, then send AA units and 
tanks along the road to attack Sturm's flank. Check the movement range 
of his Rockets and Bombers often, and adjust your position as neces¬ 
sary. Try to build up a small force of three to four tanks and use Max 
Power to deal Sturm some hurt. 


© RUN, SAMI, 


her Tanks and AA units to help Andy. Once 


neutral cities on the east side of the map, us< 


itains.Seethe next map for 


® THE ROCKETEER 


lariK on me nearoy roaa ana wan Tor ms noexets to move up 
do, race in and destroy them. Don't worry about the Tank—il 
lose it than have Rockets bombard Andy's Infantry units as 1 
capture cities. 
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(a) close to you 

Sometimes it's hard to avoid clustering troops together, especially when 
Maxis your ally. Since his strength is direct combat, you're forced to run 
Md. Tanks right up the heart of Sturm's defenses-which makes you easy 
pickings for a Meteor Strike. Have Andy build lots of Infantry units, then 
hold a few in reserve near the HQ. If Infantry units are damaged while try¬ 
ing to capture a city, you can move the fresh troops up and have them join 
with the damaged units. 

(5) SNEAKY 


(D FIGHT FIRE WITH WATER 


DAY 22 

(A) THE NOOSE TIGHTENS 


(D FACTOR-IFFIC 

Though it's hidden und 
captured one of Sturr 
of ten get four or five into an area at the same time. While Sturm is ri 
ning around trying to eliminate everything, one Infantry can sneak 
througn to a ractory ana capture it on the sly. 

© ON THE OUTSKIRTS 

Again, it's Sami to the rescue. The Transport Copter actually serves a dual 
purpose: It gets units across the mountains quickly and provides a nice dis¬ 
traction. Sturm almost always eliminates Transport Copters and APCs 
before anything else, so use that knowledge to direct fire away from 


Finally, you can see that Max is cranking out Bombers. Once Sturm's front 
is broken. Max can make the powerful flying fortresses and rain destruc¬ 
tion down on the enemy. Alternate construction of Bombers with Md. 
Tanks for the greatest effect. 
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THE BIG OL> DAmAGE CHART 

S0S| 

3- NOW YOU'RE TALKIn H 

4- that-s gotta hurt J 


) 

attacks. To read the chart, locate your unit in the leftmost 
umn, then follow across to the unit you wish to attack. I 

from one to five-one is the lowest amount of damage an. 

tcol- 
f the 

1 five 


is the highest. 
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FIGHT On 
















hopL “dS'S’jT ’love 
and plan ahead to achieve total vic¬ 
tory. And if The Final Battle seems 
too easy, try defeating it with Olaf * 

s 

mORE ITIAIL, mATES! 
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COMING SOON TO XBOX ™ AND NINTENDO GAMECUBE™! 
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prelude that introduces Ryu — whom you will name and keep as a permanent 
character in your party—you will start the main adventure in HomeTown with 


7 | A Thorny Subject 

As v° u get ready to fight, Augus—a 

l|M raaressh 

BS9SB shot with P oison needles at the end of 
UiSS the battle. Tell Rand, the kindly fight 
H promoter, about the plot—he'll give 
t : ' ,i5 " 1 - llli ~.. you the antidote. 


Katt Fight 


The most important thing to rememl 
s to push her forward when you see 
that the poison needles are about to 
jnleashed. You’ll need her help for a 
future battle. 


=3r 


































I Take Ray back to the village where 
I you met Niro. Ray will bestow a 
I blessing upon you. If you've saved all 
I the villagers^ Capitan, you'll get a 

I :-<—Italj^ hurt them-youTI get a 


yourwayoutofWindia. 
After the mediocre magi¬ 
cian joins your party, how¬ 
ever, you'll discover that 


BOY IN THE WELL 
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Dragon Spells np 


St. Eva's blessing and before you take the ferry to the 
western island. She'll invite you to a seance, where her 
Granny will awaken your Dragon Powers. If you take the 
'.i ) , TovvnSinp, Nu o’s iilaqe they will build 3 chan i e; 

where you can fuse Shamans' souls to party members. 

Lizard King 


Once you awaken the 
Dragon Powers inside you, 
you will be able to unleash 
terriWe spells against your 

Dragon Spell, you'll use 
up all of your Ability 
Points (API. 


GAME BOY ADVANCE | BREATH OF FIRE II | 101 



























Whale 


Remember to pick up the thief on your 
way out of SimaFort. You'll need her to 
prove Bow's innocence back in 
HomeTown. Take her to Trout's house, 
then sneakbackinlaterwith Bow to 


Sleepy Sea Creature 


Put Jean in the front of the party, then hop to the house on a peninsula south of SimaFort. 
Enter a "cave" that is actually the belly of a whale. Put Katt in the lead so she can open 
entrances. Locate the Stone Doll, defeat it, then whack the whale's uvula to awaken the 
beast. Maiyoru will give you the Whale Whistle on the beach when you are finished. 

|23| Vegetable Boy 


1 1 

Call the whale from a beach then ride him south until you find a 
tent. Pay the fee to see the carnival attraction—the Grass Mai 
Ringmaster. He'll propose a deal: the Grass Man for an Uparupa 


fight anoth¬ 
er Uparupa 


Enter the Uparupa Cave through an entrance in a cliff 
south of Coursair. Catching the creature is easy: Place an 
OwlFruit in front of a cave opening, step back, then grab 
the creature while it pulls the fruit back into its cave. 
The Thunder Puppy Dragon Spell is particularly effective 
for subduing your prey. 


Bleu Bonus 

IH 

To add Bleu, a powerful magician, 
to your party, you'll have to ven¬ 
ture southeast to a desert beach. 
Find the faint circle in the sand, 
enter Bleu's house, then talk to 
the ghosts. Go to the Magic 

School to find the sorceress. 


| Boss: M.C. Tusk 

ILL 

Return to the carnival, then 
refuse to give the Uparupa to 

M.C. Tusk. He'll transform into a 
monster, and you'll have another ! 
big battle. He's tough, but you'll 
do fine if you use Fire Puppy and 
other fire spells. After you've 
won, Spar will join your party. ! 































Shupkay is relatively easy to defeat, 
ticularly if you've added Bleu, who is 
already at level 32 when you find her, 
your party. Just keep hammering him 
healing your best fighters. Once he's 


defeated, all heck will break loose. J 
ride it out—you'll pet your precious f 



































|32j Follow the Dancing Demon 



As you move through the queen, 
keep checking the indicator in 
the upper-left corner of the 
Pause menu. You won't be able 
to leave until you've defeated all 
the monsters. 



particularly the Fatties-are tough. 


aging attacks like Sonic Boom. 



Will Ryu figure out what happened to his family? What is 
the creature that your enemies worship? Will Spar turn 
orange next fall? Keep playing to find out, because you'll’ 
be only about halfway through the game when you defeat 
the memory demon, Aruhamel. Turn to Epic Center for 
answers in the coming months.^ 


When you return to the town of old men, it will have 
changed into the Memory Tower. Your vision will be di 
torted by nearsightedness, so walk carefully and acc 

ik.i-.j_i. i S 0 f fered . 
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Be a streets 1 leaepd. ^ 








Dan is especially proud of his female Jolteon, which he considers the 
strongest Pokemon on his team. Jolteon uses Thunder Wave and Substitute 
together to protect itself from powerful attacks, and it can use Attract when 
the opposing Pokemon is male. Thunderbolts reliable power supplies the 
final spark. Dans Espeon provides Reflea to make up for the teams weak¬ 
ness against Physical attacks, Bite to take down fellow Psychic-types, 
Psychic for opposing Machamp and Morning Sun to regain energy. 
Morning Sun works even better if Arcanine has used Sunny Day. 



Many of Dan's team members 
are there to deal with specif¬ 
ic Pok6mon he frequently 
sees on other Trainers' 
teams. His Machamp is 
designed to take on tough 
Normal-types like Blissey 
and Snorlax with Cross Chop, 
andfire-vulner 11 ' 


ith Fire Blast 
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PlayStation®? FT 


WHERE THE STARS PLAY 


























































Nintendo Power 

P.O. BOX 97062 
Redmond, WA 98073-9762 



























































ENTER TO WIN! 


One winner and three guests will fly to the Beaches Negril resort, 
where they’ll soak up lots of fun in the sun then join Sonic the 
Hedgehog in search of the winners treasure chest. It's filled to 
the rim with Sonic Adventure 2: Battle, Sonic Advance, the 
new game-connecting Cable*, a Nintendo 
rni GameCube. a Game Boy 

Advance and more 

Sonic bootv! 


Sri mo 


Five winners will receive Sonic Adventure 2: Battle. 
Sonic Advance, the new Cable’, a Nintendo 


Sonic Advance, the new Cable’, a Nint 
GameCube and a Game Boy Advance! 
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THE WORLD’S MOST 
POPULAR SPORT GETS 
AN IN-YOUR-FACE 
MAKEOVER IN SEGA’S 
NEWEST SPORTS LINE 
UP SPECTACULAR. 


ind Black Box Games, the developer 
3 brought you NHL Hitz 20-02, are 
Id tricks again. This time 


soccer, turning a low- 
iffair into a rock’-em, 
flying-fisticuff free-for- 
on’t be afraid of a little 


TEAMING WITH LIFE 


SPECIALTY: BALANCE ELEMENTAL POWER: FIRE 

Composed of a Mexican wrestler, an Argentine soccer legend and a Brazilian 
martial arts specialist, El Fuego is a team with no obvious weaknesses. It are 
a perfect choice for the beginning player. 



SPECIALTY: STEALING ELEMENTAL POWER: MAGIC 


shaman to create a paranormal powerhouse. Sneaky and sly, Spiri^excels at 
stealing the ball and using fancy passing to set up devastating combos. 



SPECIALTY: SHOOTING ELEMENTAL POWER: WATER 


Tsunami! combines excellent shooting abilities with better-than-average hit¬ 
ting to create a fearsome threesome. Boomer, a former kangaroo wrestler 
from Australia, is the best shooter in the game. 



SPECIALTY: PASSING ELEMENTAL POWER: TOXIC GOO 


Born from the green glow of a nuclear accident, Toxic has no equal when it 
comes to laser-quick, accurate passing. It's also one of the fastest teams on 
the pitch, but its shooting leaves something to be desired. 



SPECIALTY: HITTING ELEMENTAL POWER: ICE SPECIALTY: SPEED ELEMENTAL POWER: ELECTRICITY 


If it's combat you crave, look no further than Subzero. Lola the German raver A Scotsman, a Brit and a Spaniard walk onto the field... and come away with 
provides speed and brains, while Half-Pint and Kiril contribute the brawn. the fastest team this side of Man United. Volta's speed and passing ability 





































PUNCH, PASS AND KICK 




DE FENSE! DE FENSE! 


Stay in a man-to-man formation on defer_„_,_ 

controlled players will automatically pick up opponents, leaving you fre 
concentrate on the player with the ball. Always harass the dribbling player—it 
gives your defense time to set up and of ten results in a turnover. You can also 
stay between the ball and other players and intercept incoming passes. 

PASS TENSE 


There are two types of passes: ground passes and lobs. Simply tap the A 

Di'tfae *i- an( j hold the A Button for a slow 

_. , _ur opponents. Lobs are useful for 
asily blocked and intercepted. 


Button to pass quickly on the ground. Press am 
lob pass that will sail over the heads of your op 
setting up one-timers, but they are easily blocl 


BEATINGS FOR ALL l 


You can punch an opposing player by pressing the B Button, or steal the ball by pressing the X Button 
(both moves must be performed without the ball). Punching is a great way to cause all kinds of havoc- 
in addition to decking the ball handler, you can also bash teammates away from the ball so they can't 
receive a pass. Steals are trickier but great for initiating a combo. Since you steal with a sliding tackle, 
you'll need a bit of recovery time if you attempt one and miss. 

JEEPERS KEEPERS 



Keepers wear protective 
armor that falls off as they 
deflect shots. As they lose 

begin to make mistakes. Try 
shooting at one side of the 
goal, scooping up the deflec¬ 
tion and then shooting for the 
opposite side. If a keeper 
holds the ball too long, feel 
free to slug him. 


PROTECT THE BALL 




ELEMENTARY 
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SUPER SHOTS AND KILLER KICKS 




SHOT HEARD ROUND THE WORLD A KICK IN THE PANTS 


Build the Killer Kick Meter at the bottom of the scr 
asdekes.pi 


THE ONE-TIMER 


iy to put the deft 


Tap the B Button to shoot. Pres: 

block. When you hold B, a meter willappear below your c- 

When the meter is full, you'll shoot the ball automatically. Start build¬ 
ing your shot at the edge of the field, then move to the middle and fire 
at the keeper. You're vulnerable to punches while the shot is charging. 

GET IN THE SPOTLIGHT 


BLOCKHEADS 


EXHIBITION AND TOURNEY MODES 

Hold down the L and R 
Buttons in Exhibition 
Mode for a quick start 
with predetermined 
teams. Stats are saved 
from both Exhibition 
and Tourney Modes, 
but you won't earn 
money or unlock good¬ 
ies. You can toggle the 
length of a tourney half 
(from one to 10 min¬ 
utes) in the Options 
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QUEST MODE MAYHEM 











































Some of the artwork 
contains secret codes 

hand corner. Many of 
the codes just change 
the look of characters 
or items, but some, 
like the Infinite spot- 

tremendous help. 


SECRET CODES 

BIG HEAD <3^ ^ + + <30 
MAGIC 8-BALL ■+ -f + cS» & 
EYEBALL^ 4 4- + §$ 

INFINITE SPOTLIGHTS (P + 4 & $ 
BIG HITS P ® & 


THE WORLD-BEATERS’ CUP 

If you liked NHL Hitz 20-02, you’ll be in hard-hitting heaven with Sega Soc- 1 

a good dose of humor thrown in the mix. So take on Quest Mode, open up |j 
some stadiums and invite some friends over for a night of soccer that would L 
make Pele himself jump for joy.^ 
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grading lour ( Hero 


Special Magic Abilities 

Starting at Level 25. your character will develop a 
Special Magic Ability. Use Magic to conjure up your 
new power. At Level 50, your Special Magic Ability 
will be spruced up with an upgrade. 






























fou found the 


fT 


The Ocarina inspired by the Legend of Zelda* is now available! 

East/ to Play — a well-tuned and finely crafted 
musical Instrument! 

Includes a Songbook and Tutorial with simple 
finger notation for many songs and fancy tricks, 
plus Lullabies, Serenades and Minuets! 

Made from high-fired Ceramic in 3 styles: 

• Sweet Potato (octave +1) 

• Extended Range Sweet Potato (octave +4). 

Includes Extended Range Songbook plus Regular Songbook I 

• Raku Pendant Ocarina (with necklace) 

You can also order: 

• Silk Carrying Case 

(padded, w/zipper, handle and embroidered dragons) 

• Songbook II 

(25 songs from Beethoven to the Beatles) 

• dragon Boy T-Shirt 

(100% cotton, youth M/L/XL) 

. Hear them and order online ac 

WWtiJ.songbirdocama.com 
\ m % 


Pricing Info: 

Sweet Potato Ocarina.$39.95 

Extended Range Sweet Potato...$49.95 

Raku Pendant Ocarina.$24.95 

Dragon Boy T-Shirt.$10.95 

Silk Carrying Case.$5.95 


Shipping Info: 

Shipping & Handling.3 

(Please allow 2-3 weeks for delivery.) 


Priority Shipping.. 


Songbird Ocarinas I 

410 Anacapa St fj 

Santa Barbara CA 93101 * 

Order loll free! (866) 8M~m3 






ARE YOU DEVELOPING A SPLIT PERSONALITY FROM SEGA'S GOOD- 
VERSUS-EVIL HEDGEHOG STORY? PULL IT TOGETHER WITH ANOTHER 
PLANET-SPANNING BATCH OF STAGE-SMASHING STRATEGIES! 














Eggman gives Earth a mere 24 hours to bow to his command—in characters: Sonic’s acrobatic explorations, Tails’s tech-enhanced 
Hero Story time, that's 10 tricky stages and five bosses. By now, vehicle romps and Knuckles s treasure expeditions. From Stage 07 
you have learned the mission styles for each of the three Hero on in, the stages are much harder. Eggman means business. 

Stage: 07 / Mission Street 


Nab the Booster 


evade pur 

dolden Opportunity 


rd find the hovering power-up for his vehicle. 



Preemptive Strike 

In many stages, A falling-weight trap 

you’ll spot a gold fly- fe i jf fp SHir S ftt- j fly will trigger if you 
ing robot that van- weight’s shadow 

H instarrtly.'strike Deactivate it by trip- 

■ quickly before it dis- Cfe&MB ping the egg trigger 


Stage: 08/ Aquatic Mine 

Knuckles is searching for still more shards of the 
shattered Master Emerald, and his quest leads up to 
an unusual mine with an adjustable water level. He’ll 
need to change the level—which raises or drops float¬ 
ing landmarks—to access many spots where the 
shards and good power-ups might be hidden. 


1, 2, 3 . . . and Breathe . . . 



The Hero Story at Stage 07 (above) is chronologically ahead of attack happens before Stage 10.) But after they scour Prison 
where we pick up the Dark Story. Eggman and crew are still col- Island for the gems, the plot soon leaps to the space colony, where 
lecting the Chaos Emeralds they need for the moon attack. (The Eggman pushes ahead with his plans for Earth domination. 


Boss Stage: Tails 

While Rouge is on the island hunting for emeralds, 
Eggman is creating a diversion offshore. He faces his 

versus-mech match that will require you to use 


Home In While 'Running fiway 



" "ife 

ial 

Hite 


You and Tails have nearly the 
same offensive vehicle capabili¬ 
ties, so he knows exactly what 
moves you'll be making. Use your 
Lock-On Missiles quickly to get 
the jump on him before he uses 


Stage: 08 / Security Hall 


Rouge is on the clock for her third treasure hunt. She has only five since the gems are randomly placed around a tall, vast military 

minutes to locate all three Chaos Emeralds. It’s a difficult task, vault that contains lots of locked and booby-trapped areas. 


JL Distant Melody 



The Mystic Melody power- 
up enables its player to acti¬ 
vate stage secrets near 
altars. If you didn't find the 
hidden power-up with Rouge 
in Stage 02, return later and 
play the tune to find Rouge's 
Treasure Scope power-up. 


Safe-Cracking Struggle 



The vault walls are chocked with 
dozens of color-coded safes. You 


of them at a time by tripping the 
egg triggers on the uppermost 
floors. But you’ll need to concern 
yourself with safes only if a gem 























Stage: 09 / Route 101 

Tails discovers that the U.S. President has a cell phon 
so the brainy fox races after his limo to learn where th 


Stage: 10 / Hidden Base 

After Tails traces the call and discovers that E 
colony, the team members assemble at the n 

Base 


Tails transforms his Cyclone into a 
race car for a mad dash through a 
series of checkpoints. For every 20 
rings you collect, you'll earn a turbo 
boost that will keep you ahead of \ - 
the game. You'll need lots of them t( 
reach checkpoints on time and the 
way-distant president. 


>man is on a space base, where they’re sure they can hitch a ride into outer space 
istermind’s earthly First, Tails must find the entrance into Eggmans pyramid digs. 

Pillar ^mbush. You'll 


Many walls throughout the base show signs of collapse. If 
you spot a cracked surface, blast it open with your laser to 
open paths and discover great power-ups. You can reach the 
first Chao container by blasting a hole in one such wall. 


,_ __can blast steel crates keep an eye on the 

_ r le bursts, and play the Mystic Melody, clinging to the fenc 

Its bursts can be targeted if return to the steel crate Each one holds an ■ 

.le'bot barricade on the lower path 


i monkeys the 


Boss Stage: R-1/A Flying Dog 

Before she can attempt to escape the military base, Rouge 
needs to defeat a military sentinel — a flying robot that 
sprays machine-gun fire, shoots homing missiles and 
tracks Rouge with a lock-on buret of energy. 


Out rove "Rover 



Avoid the R-l/A while it 


weapons. Periodically, it will 
cease its attack-that's the 
time to strike. Climb onto the 
walls, then glide over the R- 
1/A and deliver a Drill Drive. 


Stage 09: / White Jungle 

When Rouge finds herself trapped in a Military Island vault, it’s up the island explodes in 10 minutes. Firet, he must reach her via the 
to Shadow—despite his most evil inclinations—to save her before twisting, turning paths through the island vegetation. 


forest forage Better footwear 'fake Control Before You do 
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pyramid for examination. His job is to push deeper into the base, 


and your intellect along the way. 


Speed hoops Dizzy Detour 



Dead £nd Offers the Key 



At the dead end where the ghost and robots plague your 
every step, collect the key in the center of the floor, then 
backtrack to the mosaic wall. In front of it, plop the key 


Don't Blink 

















Boss Stage: King Boom 


Deep in the pyramid, King Boom Boo haunts an 
inner sanctum. Knuckles must run around a central 
column while the huge ghost pursues him. Knock the 
hourglass out of a nearby small ghosts grip to allow 
sunshine in—it exposes the king ghost's weakness. 



0 

s 


Boss Stage: Egg Golem 

Before the team can blast into space, Sonic must 
defeat Eggmans guardian, an enormous rotating 
statue that tries to mop up the dusty walls with the 
heroic hedgehog. The golem’s Achilles' heel is on its 
head: a button that must be punched several times. 


'fake Skelter in the Sinking Sands 



The golem's attacks to the 
upper ring last only seconds, 
so wait it out by jumping into 
the sands below. Keep jumping 
to avoid fully sinking-then 
ride a cable back up, bound up 
the golem's staircase spine and 
punch the button. 


Stage: 13 / Eternal Engine 

After the team rides Eggman’s shuttle to the space colony, it splits up power generator, and his search leads him down treacherous pas- 
again to pull off separate missions. Tails must take out the colony’s sages and across chasms opening into the vacuum of space. 


Cosmic Chasm feeling trapped? Chasmatic Crisis 



Stage: 11 / Sky Rail 

Shadow must also chase Tails, but he does it in his own way— path is dangerous, but it’s well worth the risk. There's a cool abil¬ 
ity grinding through a rail-riddled landscape. Leaving the main ity power-up hidden in the stage. 


See Shadow's Attacks in. 


New Light 

Bypass the first rocket and 
stand behind the nearby C 1 " 
rsoffly 



Climb XTp and Branch Cut 

I With a carefully guided ser 
I of Homing Attacks, you cai 


Boss Stage: Egg Golem 

Once Sonic has defeated the statue boss after Hero 
Stage 12, smashing its circuitry, Eggman must clean up 
his own mess and trounce the golem. Unfortunately, 
Eggman’s fight is much harder. He can't escape the 
sinking sands below if he falls into them. 


Stage! 12 / Mad Space Interplanetary Va$h 

When Sonic’s crew has a turbulent space-shutde 



anding on Eggmans space base, the Master Emerald 
shatters into pieces again. Knuckles searches for 
shards in Hero Stage 14, while Rouge scuttle 
some freaky miniplanets for her share of the 



randomly throughout the 
stage, but Rouge won't get 
very far on her hunt unless she 

the required ability power-up 


nintendopower. 

















w 

Stage: 14 / Meteor Herd 

While the team attempted to land Eggman’s shutde. 
Knuckles s Master Emerald accidentally again shat¬ 
tered into pieces, which scattered amid a group of 
meteors and outer-space structures. Back to the 
drawing board: Knuckles goes on another hunt for 
shards—and a power-up that enhances his hunting. 

Boss Stage: Rouge 

Knuckles and Rouge battle it out for sole ownership 
of all Master Emerald shards. Their fight is confined 
to the inside of a towering meteor structure that peri¬ 
odically drops its floor and exposes an energy pit. 
Fortunately, the anti-grav comes on at the same time. 

Stage: 15 / Crazy Gadget 

While the others are pursuing their missions. Sonic s] 
search for Dr. Eggman, swerving through space statioi 



finti-drav tf.adne$$ 



Steel-Crushing upgrade finy Which. Way But Lo $t 

The Flame Ring lets i mtd MM Use gravity switch- 

Sonic break steel es to discover the 

crates with his som- safe path along the 

ersault. Tinker with structures suspend- 

the gravity switch- ed in space. To exit 

es near the three the stage, you don't 

blue blob aliens to need to make any 

discover its location. outlandish leaps. 



Boss Stage: Knuckles 

You might have already played the boss battle after 
Hero Stage 14, in which Knuckles attempts a smack¬ 
down on Rouge. The battle is flipped in the Dark 
Story, and Rouge must defeat the echidna — who's 

Stage: 13 / Cosmic Wall 


fi Shocking Upset 



Knuckles will electrocute you 
with a periodic lightning 
attack. Lure Knuckles down to 
the floor level, then deliver a 
Drill Drive onto him to batter 
away at his health meter. 


Eggman discovers that Sonic's team has gotten onto the space stomps through the station in search of the intruders, using his 
station and is uncomfortably close to foiling his plot. So he hovering power to navigate horrid plunges and lots of tight spots. 


Hovering to Higher Spots fi.rm.or Up for the finale fggman "Rampage 



Boss Stage: Tails 

In the flip side of the boss battle after Hero Stage 15, 
Eggman gets to turn the tables on Tails, using similar 
attack strategies. They both stomp around a small 
arena in their robotic vehicles, and the mad doc doesn't 


Cutcircle and Outshoot 
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Boss Stage: Dr. Eggman Kech vs. Mech: Second Bound 

In the bowels of the spacebase, Eggman and Tails L 


Stage: 16 / Final Rush 



Eggman periodically strikes 
with one of two new weapons 
a rain of homing missiles or a 
massive beam of energy. Wher 
he shoots the latter, dodge 
behindhimandfireoffyour 
own missiles to chip away at 


m 


With so little time left before the cannon fires upon Earth, Sonic power-up is also well-hidden in the stage—find it so you can use the 

must reach it via a rail-grinding extravaganza. The Mystic Melody unusual tune to scare up secrets in previous stages. 


Whiplash Decisions 



Learn the Mystic Melody 



Finding the Mystic Melody isn't 
required for completing the stage. But 
it's near the end—so get double your 
value out of the treacherous trek by 
grabbing it Jump to a stray rail not 
much beyond the long vertical rail to 
reach a rocket. It will boost you to a 
path with the upgrade. 


Final Stage: Shadow 

The epic struggle seems to come down to a manic 
hit-and-run battle between Sonic and Shadow. The 
fight occurs, moving ever onward, on a space bridge 
that’s slowly collapsing, span by span. 



Stage: 14 / Final Chase 

While Sonic's on the way to the cosmic can 

Sickening Spin Cycle 

Each gravity cylin¬ 
der is like a planet, 
i No matter how it's 
I positioned, you'll be 
I drawn to it, spinning 
I around its drum. 

I Escape its pull by 
1 —-ingandjumpin 

Final Stage: Sonic 

One last flip-side boss batde: On the same collapsing 
space bridge seen after Hero Stage 16, Shadow must 
pursue Sonic, spinning to stay ahead and pouncing on 
his opponent in a race for hedgehog dominance. 


Name That Tune 


Treefall Acrobatics 




Control attack at you. Chip 
away at his life meter with 

deliver the final Light Speed 
Attack to finish the job. 
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linds you to practice safe driving and courtesy to oth- 
motorcycle in real life. Those rules do not apply in the video game version of 
it sport on two wheels. The only way to make your way to the top of the tournament or 
ad of the pack in the Moto GP Championship Grand Prix is to open up the throttle 


Quick Race Mode allows you to hit the track in a 
hurry. In Tournament play, you can unlock new racers 
with every circuit championship. By winning races in 
Grand Prix Mode, you can unlock new tracks, eventu- 
" making your way to* 4 -'— 
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MANIACS ADVANCE 










Before you take on the role of the 
Scorpion King, you'll play through a 
prologue with Cassandra^A battle . _ r __, r _ a , 

ea Then, it'll The versatility of the character 


As you progress, you'll earn the four 
knuckles of the Hero's Gauntlet. 
Each knuckle will make your 

-is grow stronger and help 

■”“» another step toward 


tis that will knock you 
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McGRrfTH 


supercross world 

























CHALLENGE 


SUPER SMASH n <0 
BROS. MELEE 


caution: 

TWISTED CHALLENGES AHEAD 
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What if the Animorphs got all Tekken on one another? 
















Sega takes soccer to the edge. Ain’t that a kick in the head? 

t use your hands in soccer, how can you stringing together combos, you can fill up a special ; 
:hes at your opponents? Sega gives a swift meter which will allow you to perform a Killer Kick. , 
pants to straight-arrow sports games and If you receive the ball while standing in a special j 
>r on its ear, injecting tons of attitude, spotlight that appears on the field, you’ll pull off an ! 

ematural abilities, gravity-defying moves aerobatic maneuver to score a goal. The scene plays 
•eaking assaults that would make a hooli- out in slow motion, complete with Matrix-style rip- i 
• cover. Following in the tradition of NFL pie effects surrounding die speeding ball, and its a i 
l Street and other over-the-top sports satisfying payoff amid the frenetic action. Linking 
combos and chasing after randomly appearing spot¬ 
lights for special kicks adrenalize the action, as do 
the hilarious one-liners from the players. Seamless 
commentary, power-ups you can buy with victory 


hitting action. 

The three-on-three gam 
ish players (in both looks ■, 
charge up their special at 
flashy mutations such as ti 
performing dekes and od 


COMMENTS: George— Slick, crazy, 
extreme action with a lot of cool features. 
Chris— It has loads of style, but the unbal¬ 
anced AI gets old quickly. Alan— You can 
use the same strategy with all six teams. 
Andy— I love creativity like this. You can 


Just like before, Midway throws down the Gauntlet. 

J “ c TSt hit arcades in the mid-’8os, players (who assume the i 
j game emphasized four-player ards and other renaissanc 
„ tiplayer legacy continues with locate hidden items, avo 

Midway’s Gaundet: Dark Legacy, a barbaric and spell- and navigate mazes. Ne 


Ever since Gaur 
the sword-and-; 


n and hidden secrets and characters to 
multiplayer fun — not sharp graph- 
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^apcoml siliimeies'a F iqhtinq Masterpieces 
^ongueSmllCjam”Effiy Advance System. 


GAME BOY advance " 
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Donald’s on a quack attack in a reworked version of the N64 game. 
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AiAN itlrtrx 
chris 'ftitjr 
wnaititit 

JASON ☆☆☆ *-• 
JENNI ☆☆☆☆ 


unlockbJJwInnin^SmamraltraSwKeep ^ 

four-player Multi-Pak competitions guarantee 
that Moto GP will be a wild two-wheeled ride. 


r^TT. Konami's sequel to the GB and GBC side- 
in S tookand CV ame 9 


- li 

ISlfiii 

I mcmr 

fTZji Not for the casual adventurer, Breath ol 
\*i& Fire II is a complicated RPG that original- “ 

ly appeared on the Super NES. The famil- 1.1™. -A A 
iar party adventuring, turn-based battles and U * B 

epic scope that made the original a classic A A 

return virtually unchanged for the GBA version. 

Loaded with frequent battles, a deep story, intri- j [BB | ^ 4--^ , 

* in m 

tions, Breath of Fire II is complex enough for ded- 

icated gamers who want an absorbing adventure. * 1 
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PETER PAM 

NEVERlAND 
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CRITICAL MASS 

To describe their unique, ALAN: ®©@©@©©##@ JASON: ©•#©©®®@@© 
personu! tastes each of NPb flNny . ©®(§)#0®©©®© J R ©#®@©#®©©# 


GEORGE: ®©®#®#©@®@ 


ESRB RATINGS 


12 Early Childhood a Teen ( 13 +) Adult (18+) 


0 Everyone 


Mature (17+) 1(^1 Rating Pending 
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NIGEL CARVER WAVE RACE CHALLENGE 


\««USING THE PASSWORD 








Deadline: 
April 30 


PRINT THE FOLLOWING INFORMATION ON A POSTCARD: 


SEND YOUR CARD TO: 

WAVE RACE 

SOUTHERN ISLAND SWEEPSTAKES 
P.O. BOX 3580 
REDMOND, WA 98073-3580 


ENTER TO WIN: 

►► One of / 00 Wave Race CDs featuring 
the great sound track from Wave Race: 
Blue Storm! 

►► One of 200 Wave Race: 

Blue Storm T-shirts! 
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Dave Mirra Freestyle BMX 2 (GCN): 72 


Dragon Ball Z: The Legacy 


lames Bond 007 in Agent 


MLB Slugfest 20-03:62 


ac-Man World 2:40-48,141 
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Go wai><J-to-wai>4 afainst other 
wizar4s-in-traii>in£ -with the Harry Potter™ teujiw' Car4 ?axr)e. 
Location Car4s in the new 8o-Car4 set - Diafop Alley™ - 
let yon challenge opponents in yonr/avonrite xtjajical shops. 

what’s in store/or yon? 





..sfSj 


j^fotter 


Available at a store near yon 

wizar4s.com/harrypottfr harrypatter.com 

















































Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us www.retromags.com 


No profit is made from these scans, nor do we offer anything 
available from the publishers themselves. 



anyone selling releases from 
support them and do let us know. 




